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Abstract 
Actuality. In recent years has been observed accelerated computerization of all spheres of public life. The computer 
becomes compulsory attribute of homes, offices, schools, health facilities, etc. A special place among the 
multimedia is occupied by computer games. Various forms of games entice teens into their network. This research 
work at the present stage of development of gaming and computer industries is actual, as an increasing number of 
teenagers have a computer at home with modern games. The aim of research: to identify the features of influence of 
computer games with violent content on the mental properties of the individual adolescent. Hypothesis: Computer 
games with an  aggressive character increase the level of aggressiveness of teenagers. The object of research: 
teenagers, who play video games with violent content. The subject of research: the influence of computer games 
with violent content to the level of aggressiveness of teenagers. 
Keywords: multimedia, computer games, network, adolescence 
Theoretical researches and authors, who have worked on this thematic: 
     Game addiction as the excessive and  compulsive use of video or computer games in a way to cause social and 
emotional problems beyond  the control of the user. “(Keser H.et all., 2013 ) Psychologists Craig Anderson and 
Karen Dill held a series of researches aimed at identifying the dependence of aggression from brutal computer 
games. Japanese researchers of the University "Ohanomizu" under the supervision of professor Akira Sakamoto 
made the first longitudinal research of the influence of games on aggression. The psychologist Timothy Miller 
experienced on himself features of  addiction to computer games and has studied teenagers who play computer 
games. A. Bandura and R. Walters ("Adolescent aggression"), K. Buttner ("Live with aggressive children"), R. 
Baron ("Aggression"), H. Parens ("The aggression of our children"), U.B. Mozhginsky ("Aggression: emotional and 
crisis mechanism”), R. Cialdini, D. Kenrick, S. Neuberg ("Aggression"). 
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Objectives: 
- to conduct theoretical analysis of the psychological literature on this theme; 
- on the basis of theoretical analysis to determine the degree of study of the influence of computer games on 
aggression of teenagers; 
- to develop scheme of research and to find a diagnostic tools; 
- to conduct experimental research; 
- to process, interpret and summarize received data; 
Methods of research. Theoretical analysis, observation, interview, questionnaire, test, experiment. 
Scientific novelty. Our empirical research make owns contribution into scientifically proven facts about the 
influence of the content of computer games on the psyche of teenagers. We have attempted to experimentally 
demonstrate the influence of the content of computer games on children's adolescence. 
In this work, on example of conducted researches were proved, that computer games with an aggressive 
content  increase levels of: physical aggression; verbal aggression;  irritability;  anxiety; frustration;  rigidity. 
 
 
1. The course of progress of experimental work 
Empirical base of research. 
School-gymnasium № 23, 7 form, c.Almaty. The experiment was conducted from January to March 2008 year. In 
experiment participated  24 pupils (13 girls and 11 boys) aged 12-14 years. 
Methods of research: 
1. Conversation; 
2. Testing; 
3. Forming experiment; 
4. Enabling  observation. 
Methodologies: 
1) Questionnaire of Buss-Durkey (developed by A.Bassom and A.Darki). 
2) Test  "Self-esteem of mental state" by Eysenck. 
3) Projective methodology "Picture of  non-existent animal" (methodology suggested by M.Z. Dzukarevich). 
Methods of mathematical processing of data: 
1. Criteria of signs G, intended to establish general direction of the displacement of the investigated trait. 
2. Criteria φ * - angular transformation of Fisher, intended to compare two samples on the frequency of emerging 
researcher’s interested effect. 
3. Coefficient of rank correlation rs of Spearman, intended to determination of  the strength and direction of 
correlation between two traits. 
Scheme of experiment: 
1. At the first stage of the experiment for acquaintance with teenagers was held an interview, which aim was to 
establish: 
- how often the subject playing computer games; 
- what kind of famous games that he know he particularly prefer. 
   Pupils wrote the names of games, the most preferred by them. These games were described by subjects as 
containing elements of aggression, so they were taken by the experimenter on the note. 
Further for subjects were offered three methods - "Draw a non-existent animal, questionnaire of Buss-
Durkey and  "Self-esteem of mental states"  by Eysenck. 
2. After 2 months in computer lab installed a few computer games with violent content. Among them are 
precisely those games that teenagers reported as preferred. One lesson, students play computer games. The 
experimenter hold observation, while staying at the computer in the same room with the subjects. 
3. After the finishing game, pupils again fill out forms of two previous methods - a questionnaire of Buss-
Durkey and "Self-esteem of mental state". Two-month break was enough to test the subjects perceived as new. 
Thus, in our research was  included formative experiment, which aim was to create necessary occurrence. 
We wanted to cause changes in the level of aggressiveness in teenagers by means of computer game with certain 
content. 
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Independent variable of our experiment is - the character of computer games which were offered for 
subjects. 
Dependent - the level of aggressiveness of the subjects. 
2. Processing, interpretation and analysis of the received data. 
All information of  the test have been processed in accordance with the key and recommendations of 
developers, the results were noted down into general tables (see Appendix). 
2.1. Data handling of questionnaires. 
1) In the questionnaire of Buss-Durkey, we have received 8 source scales, on the basis of which highlighted two 
main factors: 
1. The index of aggressiveness. These include indicators of scales - "Physical aggression", "Irritation" and 
"Verbal aggression". 
2. Index of hostility. This factor includes the scales - "Resentment" and "Suspicion." 
Hereinafter we operated exactly with these indices. 
2) Test  "Self-esteem of mental states" by Eysenck includes 4 scales: 
• anxiety;      • frustration;    • aggressiveness;   • rigidity. 
As they themselves are very informative, we included them in the mathematical treatment completely. 
I. In the first stage of mathematical treatment, we calculated the average values  for the group of each 
factor,  as before conducting games, as well as after. The results are presented in Table 1 and pic. 1. 
 
Table 1. The average test performance for the group before and after the game. 
(The table was made by the author during the research work) 
 Test of Buss-Durkey Test of Eysenck 
Index of 
aggression 
Index of 
hostility 
An-
xiety 
Fr
ust. 
Aggres-
sionn 
Rigi-
dity 
Before 
game 
17,3 8,3 5,0 6,
6 
7,9 7,4 
After 
game 
21,7 9,5 8 9,
1 
11,9 8,6 
 
  
Pic. 1. (Diagram was made by  author during  research work) 
In table 1 has places middling group (for 24 subjects) results of two tests before and after the game.  By pic. 
1, you can determine that the values of all attributes of interesting  us traits after the game increased. But the 
"visible" does not mean "authentic." 
 
0 5 10 15 20 25 
index of aggression 
index of hostility 
anxiety 
frustration 
aggression 
rigidity 
Test  rates of middling group before game and after game 
after game before game 
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II. For checking of main  hypothesis is sufficient to compare the test results of all subjects before and after 
the game. For this purpose, we used the criteria of signs G. This criteria is intended to establish the overall 
direction of the displacement of the investigated trait. It allows to determine in which side of the sample as a whole 
are changed signs of trait during transfer from first dimension to second: whether the change in the direction into 
increasing performance, improving, or, conversely, in the direction of decrease, descent [1]. 
1) First, we must process the value of the index of aggressiveness and index of hostility, received by using 
of questionnaire Buss-Durkey. 
Formulate statistical hypotheses for indicators of aggressiveness. 
H0: The displacement towards increasing of index of aggressiveness after the game is random. 
H1: The displacement towards increasing of index of aggressiveness after the game is not random. 
Formulate statistical hypotheses for indicators of  hostility. 
H0: The shift toward increasing hostility of the index after the game is random. 
H1: The shift toward increasing hostility of the index after the game is not accidental. 
H0: The displacement towards increasing of index of hostility after the game is random. 
H1: The displacement towards increasing of index of hostility after the game is not random. 
We assume, that the "typical" would be displacement toward increasing, as indicators of aggression, so as 
indicators of hostility. The course of treatment visually presented in Table 2. 
 
Table 2. Data handling of the questionnaire of Buss-Durkey. 
(Table was made  by the author during the research work) 
 Index of aggression Index of hostility 
№ Before  
game 
After Displacement Before  
game 
After Displacement 
1 17 19 +2 5 7 +2 
2 19 20 +1 11 1
2 
+1 
3 24 27 +3 13 1
0 
-3 
4 16 20 +4 3 9 +6 
5 5 16 +11 7 6 -1 
6 11 15 +4 14 1
3 
-1 
7 14 15 +1 10 1
0 
0 
8 21 17 -4 9 8 -1 
9 12 17 +5 7 8 +1 
10 15 19 +4 6 8 +2 
11 24 26 +2 8 8 0 
12 14 20 +6 11 8 -3 
13 21 23 +2 6 1
1 
-5 
14 16 22 +6 10 1
4 
+4 
15 20 27 +7 10 9 -1 
16 16 21 +5 5 7 +2 
17 17 25 +8 9 9 0 
18 18 26 +8 6 9 +3 
19 15 23 +8 3 9 +6 
20 17 28 +11 7 1
0 
+3 
21 24 21 -3 9 8 -1 
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22 23 28 +5 13 1
4 
+1 
23 24 25 +1 7 8 +1 
24 12 20 +8 9 1
3 
+4 
The amount of positive displacement  22  13 
The amount of negative displacement 2  8 
The amount of zero displacement 0  3 
The amount of positive and negative  
displacement 
n=24  n= 21 
The amount of negative displacement is  Gemp.      
 
Gemp. =2  Gemp. =8 
Critical value G Gcr. 0,05   
= 7 
Gcr. 0,01   
= 5 
 Gcr. 0,05  
= 1 
Gcr. 0,01  
= 0 
 
The predominance of a "typical" displacement is authentic, if Gemp. less than or equal to Gcr.0, 05, and even 
more reliable, if Gemp. less than or equal to Gcr.0, 01. 
As we can see from table 2, "typical" displacement  is authentic for an index of aggressiveness, the 
empirical value of the criteria signs G less than critical (p <0,01). Therefore, zero hypothesis H0 is rejected, and 
hypothesis H1 is accepted. The displacement towards increasing of index of aggressiveness after the game is not 
accidental. 
 
But concerning to the index of hostility the prevalence of  "typical" displacements is uncertain, the 
empirical value of the criteria signs G is much higher than critical. We are obliged to reject the alternative 
hypothesis H1 and accept zero  H0. The displacement toward increasing index of hostility after the game is random. 
The fact that the level of hostility is not increased after the games with violent content is good, because it 
says that the game is likely affect on instrumental aggression, where the aim of the action of subject is neutral, and 
aggression is used as tool for its achievement (eg, win, complete the level, etc.). In contrast to the instrumental and 
reactive (expressive, emotional, impulsive) aggression, hostile aggression is characterized by a deliberately-
conscious intent to harm themselves or others. [2, page 9]. 
2) Similarly, we processed the dates   of test by Eysenck. Here, were compared parameters of 4 scales - 
"anxiety," "frustration," "aggression" and "rigidity" before and after the game. We have also assumed that the 
"typical" would be displacement toward increasing of values of the parameters on the scales after the game. 
The final results are presented in Table 3. 
 
Table 3. Results of mathematical processing of data 
 of the test by Eysenck. 
(The table made by the author during the research work) 
Scales of test Authenticity  of «typical» 
displacement 
Anxiety Gemp.< Gcr.0,01             
Frustration Gemp.< Gcr.0,01             
Aggression  Gemp.< Gcr.0,01             
Rigidity Gemp.= Gcr.0,01             
General result for all 4 
scales  
Gemp.< Gcr.0,01             
 
As can be seen from table 3, displacement  toward increased rates of anxiety, frustration, aggression, and 
rigidity after the game is not random. What we learned from this it can be argued that after the computer games, 
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filled with violent content, in teenagers observed increasing of the level of anxiety, frustration, aggression and 
rigidity. 
 
 
2.2. Processing of the test "Non-existent animal." 
This methodology we used in our research with the purpose of identifying  non-verbal aggression in 
teenagers. We divided the sample into two groups. To the sample 1 included teenagers, rarely are playing computer 
games (10 men). To the sample 2 included teenagers, often are playing computer games with violent content (14 
men). 
The level of aggressiveness of the subjects was assessed by symptomocomplex. On the basis of analysis of 
each picture was calculated the total amount of points and made conclusion about the level of aggressiveness (as 
higher the total amount, higher the level of aggressiveness of the child). 
The results of estimation are presented in Table 4.1 and 4.2 
 
Table 4.1. The results of the methodology NA (non-existent animal)                 by the sample 1. 
(Tables was made by the author during the research work) 
№ Full name Age Quantity of 
points  
1 Zarina 14 5 
2 Valentine 13 9 
3 Nastya 13 10 
4 Kazyna 12 2 
5 Zlata 13 3 
6 Zhanna 13 2 
7 Kristina 13 4 
8 Daniel 13 4 
9 Aidana 13 3 
10 Arina 14 2 
average 4,4 
 
 
Table 4.2. Results of methodology NA by sample 2. 
№ Full name Age Quantity of 
points  
1 Ruslan 13 15 
2 Asiya 13 9 
3 Maksim 13 14 
4 Vitaly 13 5 
5 Elena 13 10 
6 Kostya 13 13 
7 Bahytbek 13 8 
8 Nurbek 13 12 
9 Andrey 13 9 
10 Syrym 13 8 
11 Saule 13 4 
12 Dayana 14 10 
13 Sergey 13 15 
14 Kristina 2 13 4 
average 9,7 
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Already by the average values of estimates we can see, that the second sample exceeds first middling group 
indicator of aggressiveness. But that's not enough for final conclusions, we need to find out whether there is 
statistically authentic difference in terms of aggressiveness among the subjects of first and second samples. 
In order to answer this question, we use the criteria φ * - angular transformation by Fisher. As the scale 
of assessments of the results includes the following distribution of test scores: 
• Increased level of aggressiveness - 11-15 scores. 
• High level of aggressiveness - 7-10 scores. 
• Middle level of aggressiveness- 4-6 scores. 
• Low level of aggressiveness - 0-3 scores. 
for criteria of the high level of aggressiveness we take A> 7 scores. 
Denote a high level of aggressiveness as "have an effect." Low level - A <7 scores - "haven’t effect". 
In the first sample 2 subjects have A> 7, and 8  have - A <7. In percentage terms is 20% and 80% 
respectively. 
In the second sample 11 (78.6%) subjects have A> 7, 3 have (21.4%) - A <7. We made  a table and 
pictures, that visual illustrate the differences in the ratio of two samples of subjects with high and low aggression. 
 
Table 5. Interrelation of proportion of persons with high and low levels of aggression. 
(Tables was made by the author during the research work) 
Group
s 
«Have an effect»: level of aggression 
higher than average. 
«Haven’t effect»: level of aggression 
is mean and low. 
Amounts 
Number of sub. % proportion  Number of sub. % proportion 
1. 2 men. 20% 8 men. 80% 10 men. 
2. 11 men. 78,6% 3 men. 21,4% 14 men. 
  Pic. 2.1. (Diagram compiled by the author during the research work) 
 
  Pic. 2.2. (Diagram compiled by the author during the research work) 
 
20% 
80% 
The proportion of people with high and low level of 
aggression in a sample 1. 
Aggression is high 
Aggression is mean or low 
79% 
21% 
The proportion of people with high and low level of 
aggression in a sample 2. 
aggression is high 
aggression is mean or low 
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In table 5, and diagrams 2.1 and 2.2 we can see, that in the first sample number of teenagers with middle 
and low level of aggression predominates over the number of teenagers with high aggressiveness, and in the second, 
on the contrary, the vast majority of teenagers have high levels of aggression. 
Formulate hypothesis. 
H0: Proportion of people whose level of aggression is higher than middle, in the sample 2  is higher than in 
the sample 1. 
H1: The proportion of people whose level of aggression is above average in the sample 2 is larger than in 
sample 1. 
Н1: Proportion of people whose level of aggression is higher than middle, in the sample 2  is higher than in 
the sample 1. 
Results of calculations: 
φ * emp. = 3.026 
φ * emp. = 1,64 p <0,05 φ * emp.. > Φ * cr. 0.01 
                   2,31 p <0,01 
 
Differences in the level of aggressiveness among teenagers of 1 and 2 groups are authentic, if φ * emp. 
higher than or equal to φ * cr.0, 05, and more authentic, if φ *emp.. higher than or equal to φ * cr.0, 01 
So, zero hypothesis H0 is rejected and hypothesis H1 is accepted. The proportion of people whose level of 
aggression is higher than middle in the sample 2 was significantly higher than in sample 1. These results once again 
demonstrate to us that teenagers who are fond of violent computer games are aggressive, than teenagers of the same 
age who rarely play or never loves such games. 
Thus, the hypothesis of our research about the influence of computer games with violent content on 
increasing of the level of aggression of teenagers was fully confirmed. 
2.3. The correlation analysis. 
In conclusion, we were subjected to correlation analysis, all data’s of methodologies and physical 
characteristics of teenagers. To identify the links between interesting us phenomena, we used the method of rank 
correlation (rs - Spearman coefficient). 
Results: 
1. Gender of the subject is positively correlated with estimates of aggressiveness by the method of "Non-
existent animal", here the correlation coefficient is r = 0,553 (**). According to this methodology, boys scored more 
points than girls. It means that in non-verbal forms of aggression boys demonstrate higher levels of aggression than 
girls. 
2. Age is positively correlated with anxiety r = 0,482 (*). In other words, as boy become elder, so he 
become anxious. 
3. Data’s of  methodology of  "Non-existent animal", is positively associated with the factor of aggression 
by the test of Buss-Durkey as before the game (r = 0,643 (**)), so after the game (r = 0,732 (**)). The index of 
aggression  is directly related to the indicator of aggressiveness by the test of  Eysenck r = 0,579 (**). This indicates, 
that all the methods we used are chosen correctly. They are adequate aims of the research, valid and reliable for 
studying the level of aggression. 
4. The index of aggressiveness directly correlated with anxiety r = 0,705 (**), and frustration r = 0,482 (*). 
Factor of  frustration is directly related to the factor  of anxiety r = 0,509 (*). The factor of anxiety is associated with 
all investigated factors, except rigidity. 
All these data indicates, that such factors as aggressiveness, anxiety, frustration is closely related to each 
other, representing symptomocomplex, which can be the source of the internal self-esteem of the teenager. The 
influence of computer games with violent content on increasing of the indicators of aggression (verbal and physical 
aggression, anger), anxiety, frustration can be regarded as scientifically proven. 
Conclusion 
The goal of the research - identification features of influence of computer games with violent content on the 
mental properties of the individual teenager's, was achieved. 
During the experiment the hypothesis of our research was fully confirmed: computer games with violent 
content increase the level of aggressiveness of teenagers. 
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Our received data’s indicates, that such factors as aggressiveness, anxiety, frustration are closely related to 
each other, representing symptomocomplex, which can be the source of the internal self-assessment of the teenager. 
The influence of computer games with violent content on increasing of the indicators of aggression (verbal and 
physical aggression, anger), anxiety, frustration can be regarded as scientifically proven. 
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